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OVERVIEW 


Construct-A-Word I and Construct-A-Word II are two sets of microcomputer 
software programs and related print materials for developing accurate and fluent 
decoding and word recognition abilities. Each set contains ten diskettes, twenty- 
four blackline masters, and a teacher’s manual. The materials are divided into ten 
levels, beginning with Level 1 and ending with Level 10. 

The programs have been field tested in a school setting and proven to be very 
effective. The combination of a game format, animation, and high quality speech 
have been shown to be highly motivating for students. 

Construct-A-Word was developed by a team of reading researchers and com¬ 
puter programmers at the Learning Research and Development Center (LRDC) at 
the University of Pittsburgh. The instructional procedures are firmly rooted in 
reading research, and the software incorporates advanced technological features, 
such as the use of human speech, that are unique among educational micro¬ 
computer programs. 

Construct-A-Word provides instruction, motivating practice, instantaneous feed¬ 
back, and immediate corrective instruction for upgrading knowledge of the major 
consonants, consonant clusters, and phonograms in the English language. Empha¬ 
sis is placed on synthesizing these subword units into words. 

In a fast-action game format featuring colorful and dynamic displays, students 
create words instantly by selecting a word beginning, such as g, and an appropriate 
word ending, such as ate. Each level provides three word beginnings and nine 
word endings. The goal is to make as many real words as possible. Each level has 
two options, Words and Time. If a player selects the Words option, the challenge is 
to build more words each time the game is played. On the other hand, if the player 
selects the Time option, the challenge is to build the same number of words in less 
time each time the game is played. No matter which option is selected, the chal¬ 
lenge is based on individual performance. This allows improvement that is possible 
and growth that is measurable. Thus, Construct-A-Word creates an environment 
that produces the kind of concentrated instruction and motivated practice so use¬ 
ful for developing word recognition competence. 

Construct-A-Word I focuses on consonants and vowels along a sequence that 
covers many of the basic word patterns. Words such as hat, gate, sled, stand, stake, 
leaf, and steep are representative of the consonant and vowel patterns covered. In 
Construct-A-Word II, the word patterns from Construct-A-Word I are maintained, 
and more complex consonant and vowel combinations are introduced. Words such 
as toast, taught, leave, praise, wealth, priest, and proof are representative of the 
consonant and vowel patterns covered. 

Construct-A-Word I and Construct-A-Word II combine the insights gained from 
reading research with advances in electronic technology to provide innovative, 
field-tested programs for enhancing fundamental reading skills. 


PURPOSE 

The purpose of Construct-A-Word I and Construct-A-Word II is to help students 
read words more quickly and accurately by upgrading their knowledge of the 
principal consonants, consonant clusters, and phonograms of English. Theassocia- 
tion between these printed units and their sounds is reinforced through the use of 
speech. In addition, the hundreds of opportunities provided to make words from 
subword units addresses the very difficult task of learning to synthesize subword 
units into pronounceable words. Independent word attack skills and fluent word 
recognition are the expected outcomes of extended experiences with the Construct- 
A-Word programs. 
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RATIONALE 


Construct-A-Word I and Construct-A-Word II (and DLM’s companion programs, 
Hint and Hunt I and Hint and Hunt II) are based upon an understanding of the 
reading process gained from reading research conducted at the Learning Research 
and Development Center and other research institutions over the last ten years. A 
primary concept in this understanding is that reading comprehension is a complex 
process made up of many subprocesses that go on concurrently. The mental 
operations involved in reading—recognizing words and recalling their meanings, 
constructing meaningful phrases and sentences from groups of words, drawing 
inferences, and relating what is already known to what is being read—must all take 
place in an efficient and organized manner in order for a reader to comprehend 
a text. 

A crucial factor upon which Construct-A-Word and Hint and Hunt are based is 
that human beings have a limited information-processing capacity. That is, an 
individual simply cannot actively attend to too many things at once. The implica¬ 
tion for reading is that some of the subprocesses, particularly decoding, need to be 
developed to the point where they are done automatically. (The word automatic is 
used in this manual to describe a skill that can be carried out with a minimum of 
effort and attention.) If this automaticity does not develop, comprehension breaks 
down. If, for example, in the course of reading, a child has to stop and attack the 
pronunciation of too many words or recognizes words slowly, too much mental 
capacity is being used at the word level, and the higher level subprocesses of 
comprehension may be adversely affected. The child may lose track of the main 
idea or forget what the preceding sentence was about. When this occurs, compre¬ 
hension is poor, and the child learns little from the reading material. 

Given the importance of automatic word recognition, the main concern is how 
this ability develops. Clearly, many children develop automatic decoding ability as 
they proceed through formal reading instruction with no special attention given to 
its development. It is equally apparent, however, that other children going through 
the same instruction come away lacking automatic decoding ability. This is because 
there are huge differences in the amount of practice that individual children need 
to become fluent readers. 

Although practice is extremely important, it is crucial to point out that many 
traditional practice procedures are inadequate in that they often address wrong or 
unimportant aspects of word recognition. While repetition is an important aspect of 
practice, repetitious drill in traditional formats is usually tedious and disliked by 
both students and teachers. What are clearly needed are motivating and reinforcing 
situations in which students engage in the kind of extended, individualized, super¬ 
vised practice that builds the automaticity and richness of competence that is 
important for effective reading. Construct-A-Word responds to this need. In field- 
test sessions where individual students worked with one game program for twenty 
minutes, it was found that each student engaged in more than 350 practices on 
thirteen real words and twelve nonword syllables. To produce this amount of prac¬ 
tice with similar pencil and paper activities would take hours. It would also be 
impossible to duplicate the enthusiasm and concentration that was exhibited by 
the students working with Construct-A-Word. 

A feature that is unique to the Construct-A-Word programs (and DLM’s com¬ 
panion Hint and Hunt programs) is the use of high-quality human speech. Speech 
is crucial for establishing and strengthening the link between spoken language and 
printed language that is central to reading success. In Construct-A-Word, speech is 
used as an instructional aid and also to provide immediate corrective feedback. The 
speech provides instruction when it helps children make new words. For example, 
if a player has not reached his/her goal and cannot see another word that can be 
made from the consonants and phonograms on the screen, the player can request 
help by pressing any number key. At this point, the computer will say one of the 


2 











possible words that has not yet been made. If the player is unable to find the correct 
word beginning and word ending for creating this word, a second request for help 
will cause the appropriate beginning and ending to flash on the screen. The speech 
capability is also important for providing immediate corrective feedback. For 
example, if a player makes choices that result in a nonword, such as combining f 
with et to form fet, the message fet does not spell a real word appears on the 
screen. At the same time, fet is pronounced by the computer. 

The pronunciation of a nonword such as fet is valuable for several reasons. First 
of all, the student may think that he/she has spelled a real word, such as fat. With¬ 
out a pronunciation of the nonword, this misconception cannot be corrected. 
Secondly, the student may have merely guessed that the nonword might be a real 
word. In this case, the message on the screen combined with the pronunciation 
lets him/her know that a nonword was made. Third, the pronunciation of nonword 
syllables is an invaluable instructional aid. The nonwords in Construct-A-Word 
help children learn about the consonant and vowel patterns in the English language 
because they follow the same patterns used in real words. Also, many of the 
nonwords are parts of real words. For example, fet is a part of the word fetch. 
Knowledge of the pronunciation of fet may help the child when he/she comes 
across the word fetch in text. Finally, research suggests that an important reason 
why less skilled readers identify words incorrectly and slowly is that they have 
limited knowledge about and are slow to recognize subword units. Practice with 
pronounceable nonword syllables appears to be an effective procedure for reme¬ 
dying this problem. 


COMPONENTS 

Construct-A-Word II, for use on an Apple* lie or 11+ with at least 48K of memory, 
includes a manual, ten 5V floppy diskettes, and a set of blackline masters. These 
components work together to present a total teaching approach for unique student 
learning of fundamental reading skills. 

*Apple is a trademark of Apple Computer, Inc. 


Manual 

This manual provides the overall philosophy of Construct-A-Word and specific 
directions for using each component. These directions include step-by-step 
instructions designed to familiarize an adult with the programs, as well as sugges¬ 
tions for introducing the materials to students. 

Diskettes 

There are ten sixteen-sector microcomputer diskettes in Construct-A-Word II. 
Each diskette corresponds to one level in the set. All directions for using and 
handling the diskettes are provided in this manual under Directions for Use. The 
diskettes will operate on both the Apple-11+ and the Apple lie with 3.3 DOS. Either a 
self-centering joystick or the computer keyboard can be used to operate the 
programs. 

Supertalker 

Although the Supertalker is not a component of Construct-A-Word, it is required 
in order to operate the programs. If you purchase a Supertalker from DLM, it comes 
with an adapter that enables you to use either a speaker (provided with the 
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Supertalker package) or headphones. Installation instructions are also provided 

with the unit. However, in order to operate the Construct-A-Word programs, the 

Supertalker card must be seated in slot 7. 

Blackline Masters 

The set of twenty-four blackline masters includes a Pretest/Posttest, twenty 

activity sheets, a Score Sheet, a Keyboard Poster, and a Teacher Record Form. 

• The Pretest/Posttest assesses each student’s achievement through Construct-A- 
Word II. Complete directions for administering, scoring, and interpreting the test 
are provided in this manual. 

• The activity sheets provide additional experience in making words as well as in 
using these words in sentences. There are two activity sheets for each of the ten 
levels in Construct-A-Word II. The correct answers for these activity sheets are 
provided at the end of this manual in the Answer Key. 

• The Score Sheet is designed to allow students to keep records of their own 
progress. 

• The Keyboard Poster serves as a handy reference of the keys used when 
operating the Construct-A-Word programs with the computer keyboard. 

• The Teacher Record Form is designed to allow you to keep track of student 
progress as your students work with the Construct-A-Word II programs. 


INSTRUCTIONAL AUDIENCE 

Construct-A-Word II deals with those elements of the English language that 
often need to be reinforced in fourth and fifth grades. The programs are recom¬ 
mended for use by the following students: 

• Fourth and fifth graders who are reading at or slightly below grade level 

• Students in Chapter I or other remedial reading classes in grades 4 through 8 

• Special Education students in grades 4 through 8 

Fourth and fifth graders who are reading several years below grade level should 
complete Construct-A-Word I first, and then continue on to Construct-A-Word II. 


DIRECTIONS FOR USE 

This section of the manual includes complete directions for administering and 
scoring the Pretest/Posttest, step-by-step directions for using the programs, and 
guidelines for using the activity sheets, Score Sheet, Teacher Record Form, and the 
Keyboard Poster. It is suggested that you read this section carefully before using 
any of the materials in Construct-A-Word II. 

Pretest/Posttest 

The Pretest/Posttest is designed to assess growth in decoding ability. It may be 
administered to individual students, small groups of students, or an entire class. 
The test may be administered prior to entry into the programs and again after 
completion of the programs. 

DIRECTIONS FOR ADMINISTRATION 

1. Before passing out the test, print the following words on the chalkboard in a 
column: fame, time, team. Tell the students that this is an example of the items 
they will see on their papers. Explain that you will say a word and they are to find 
that word and circle it on their papers. 
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2. Tell the students to listen carefully as you say one of the words on the board. 
Say time. Then ask a student to come to the board and circle the word you said. 

3. Print the following items on the chalkboard in a column: bios, blis, bias. Explain 
that sometimes the three choices will include nonsense words, such as bios. Tell 
the students that sometimes you will say a nonsense word and they should circle 
it just as they would a real word. Point out that many of the nonsense words will 
be parts or syllables in real words. For example, bios is the first syllable in 
blossom, and bias is part of blast. 

4. Tell the students to listen carefully as you say one of the words on the board. Say 
bios. Then ask a student to come to the board and circle the word you said. 

5. Explain that when you give the test, you will say each word only once, so they 
need to listen very carefully. If they cannot find a word before the next one is 
called, they should skip it and try to find the next one. Remind the students that 
sometimes you will say a real word and sometimes you will say a nonsense word. 

6. Distribute the test papers. Proceed through the test items at a brisk pace. (A 
copy of the test items follows these directions. The words you should say are 
circled.) For each group of words say the item number and the word. Say each 
word only once. Be sure to pronounce it clearly, using a natural tone of voice. It 
is a good idea to familiarize yourself with the pronunciation of the nonword 
syllables (nonsense words) before administering the test. 



SCORING AND INTERPRETATION 

To score the test, count the number of items answered correctly. Award five 
points for each of these items. Record the date and score for each student on the 
Teacher Record Form. 

A high pretest score (above 80% correct) does not preclude placing a student 
into Construct-A-Word because, in addition to developing decoding accuracy, the 
programs develop automaticity. (A paper and pencil test such as this one cannot 
assess automaticity.) Many students with high decoding accuracy will develop 
enhanced automatic decoding performance after experience with the Construct-A- 
Word programs. 

A low pretest score (below 40% correct) may indicate that the student should 
receive some brief introduction to the words used in each level prior to experience 
with them on the microcomputer. Word lists for Construct-A-Word II are provided 
in this manual, and may be used for this purpose. When you introduce these words, 
do so for only one level at a time. For example, before using the Construct-A- 
Word II Level 1 diskette, write the Level 1 words on the chalkboard. Use all of the 
real words and several of the nonword syllables. Write the real words in one column 
and the nonword syllables in a separate column. When you work with the nonword 
syllables, tell the students that they are nonsense words or parts of real words, but 
that they can be read like real words even though they do not mean anything. Then 
read the words in each column and have the students repeat them. Give students 
opportunities to come to the board and locate each word as you say it. Also, 
provide opportunities for the students to read the words aloud as you point to them. 
(Each time you review the words, read or point to them in a different order.) 
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This kind of exposure to items before they are encountered in game play will help 
students with low decoding accuracy have greater success with the microcomputer 
experiences. Except in very special cases, such familiarization is only needed for 
the first few levels of Construct-A-Word. After that, the students will learn that they 

can get any help they need directly from the microcomputer programs. 

When you administer the test as a posttest, refer to the Teacher Record Form o 
find each student’s pretest score. The difference between the pretest and posttest 
scores will yield the decoding accuracy gain score. 


Programs 

This section will help you teach your students to use the Construct-A-Word 
proqrams However, before you can instruct your students, you must learn how to 
operate a program yourself. Therefore, these directions are divided into two-parts 
The first part provides step-by-step instructions for an adult first-time user that will 
allow you to become thoroughly familiar with every aspect of the program, 
including the special help sequence which your students may activate whenever 
they experience difficulty. After you have become familiar with the programs, use 
the second part of the instructions to teach your students how to use them. 

There are two versions of the Construct-A-Word programs: Words which 
focuses on adding words to students’ repertoires, and Time which emphasizes 
increased speed on the same set of words. However, though Words and Time are 
played separately, they are mutually supportive and are designed to be used in 

conjunction with one another. ... , c ... P 

When instruction begins, it is essential that your students play Words first Fo 
this reason, the adult instructions for Words are given first, followed by suggestions 
for teaching students to play. Next, there is a section which details the use of the 
Score Sheet for Words. This same sequence is followed for Time. However, the 
instructions that you will use to learn how to play Time assume your facility with 
Words. Finally, a section is provided that discusses the instructional relationships 
between Words and Time, and which addresses some issues associated with 
structuring classroom experiences for using the programs. 


PLAYING WORDS 

Adult Instructions 

Words is a many-faceted program. It includes, for example, a help sequence a 
will assist your students when they experience difficulty. It is therefore very 
important that you carefully read and complete each numbered step as you learn 
to play. This diagram depicts a Words gameboard. Note the following features. 

• octagonal timer at the top of the board , , hanr i 

• three word beginnings (I, b, and fl) that appear under the arrow on the left-hand 

• nine'word endings (ike, oop, ing, at, ond, oat, ip, ame, ast) that appear in the 

. Ihe word ^conLmng five empty slots, found on the right-hand side of the 
board 
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The object of the game is to fill the word box with real English words (no proper 
nouns) made by combining any word beginning with any appropriate word ending. 
You will see how this works when you play. But first, you need to familiarize your¬ 
self with a few procedures. 

In the steps that follow, the term choose is used several times. Choose actually 
involves two steps. 


1. Moving a choice indicator (either a flashing asterisk or a flashing box) near the 

item being chosen: 

• If you are using a joystick, this is accomplished by manipulating the joystick to 
move the indicator close to the item being chosen. 

• If you are using a computer keyboard to make all your moves, this is 
accomplished by pressing any letter key to move the indicator to the item 
being chosen. 

2. Registering your choice: 

• If you are using a joystick, this is accomplished by pushing the button on your 
joystick control box. Some control boxes may also have two sliding black 
buttons which effect the movement of the joystick. You will be instructed 
below to adjust these buttons if you find it necessary. 

• If you are using the computer keyboard to make all your moves, this is 
accomplished by pressing the spacebar. 


You are now ready to learn how to play Words. You will need the Level 1 diskette 

and one copy of the Score Sheet. Please read and follow each of the steps given 

below. 

1. Before turning on the computer, insert the Level 1 diskette into the disk drive. 

2. Close the door to the disk drive and turn on the computer. (Never remove a 
diskette from the drive while the program is running.) 

3. If you are using a joystick, your screen will offer you a choice between the 
Joystick and Keyboard versions of the program. Move the flashing box to 
Joystick and register the choice. 

4. When your screen offers you a choice between Words and Time, move the 
flashing box to Words, and register the choice. 

5. Press the button on your joystick to start the game. (Keyboard users should 
press the spacebar to begin.) 
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6. Experiment with the controls that move the asterisk. (At this point, the asterisk 

will only move among the word beginnings.) Then choose / by moving the 
asterisk very near or touching / and register your choice.* Now you should 
choose a word ending. As before, experiment with the controls and then choose 
ike and register your choice. » 

7. Make four more words in order to fill the word box. 

8. Follow the screen’s instructions for marking your Score Sheet. (Instructions for 
using the Score Sheet can be found on page 11.) 

The round you just completed established a base time against which you will 
compete on your next round. On your next round, the timer will add ten seconds to 
your base time and begin counting backwards when the board appears. You will 
also be given one more slot to fill in the word box before the time runs out; now you 
must make six words instead of five. 

9. Press the button on your joystick to continue playing. (Keyboard users should 
press the spacebar.) 

10. Choose Try to make more and play the next round on your own. 

11. If the screen instructed you to mark your Score Sheet at the end of the round, do 
so now. 

12. If you filled the word box before time ran out, the timer will add ten seconds to 
your new time and begin counting backwards when the next board appears. As 
before, you will also be given one more slot to fill in the word box before time 
runs out. If you wish, play another round or two on your own. Otherwise, move to 
the next step. 

13. If you did not fill the word box before time ran out, the timer will start at your old 
time and count backwards when the next board appears. You will also be given 
one less slot to fill in the word box before time runs out in your next round. If you 
have not failed thus far to fill the word box before time ran out, play another 
round on your own. In this round, allow time to run out before you fill in the word 
box so you can experience this feature of the game. 

14. Now it is time to purposely make some of the mistakes your students may make 
in order to understand how the computer will respond. Play another round, but 
this time make the following errors: 

• Make a non-English word such as bip. (Notice that the timer continues to run 
when play is interrupted by a nonword syllable.) 

• Make a word twice. 

15. Play another round, but this time imagine yourself in the position of a student 
who cannot think of a word to make. At some point during this round, press one 
of the number keys on the computer keyboard. The number keys will activate a 
help sequence for a student who is experiencing difficulty finding a word. Notice 
the following features of the sequence: 

• A real English word is pronounced by the computer. 

• The word is repeated when a number key is pressed again. 


*Joystick users note the following: Before choosing an ending, note the position of 
the asterisk on the screen. It should be very close to (without covering) the word 
ending which is in the center of the matrix of endings (row two, column two). If the 
asterisk does not appear in this spot, then some adjustment to the sliding black 
buttons on your joystick control box is necessary. One button will adjust the 
asterisk’s vertical position, while the other will adjust its horizontal position. Once 
adjusted, no other adjustment to these buttons will be necessary unless they are 
accidentally moved again. You may find it helpful to cover these areas on the 
control box with masking tape to avoid having the positions changed by your 
students. 
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• The computer offers additional help by flashing the correct word beginning 
and ending when additional difficulty in finding the word is experienced. 

• The computer will not allow you to make other words until you make the one it 
pronounced. 

• The timer stops momentarily while help is being given. 

16. Continue to play as before. It is recommended that you attempt to make thirteen 
words, the point at which the game ends by itself. When play ends automatically 
because you made thirteen words, or if you choose an End option prior to that, 
remove the diskette from the drive after the screen reads THE END. Then turn off 
the computer. 

Note: It should be pointed out that although students enjoy seeing the musical 
introduction which appears at the beginning of the program, the novelty may wear 
off after they have seen it a few times. This part of the program may be overridden 
by pressing any key on the keyboard while the introduction is in progress. 


Teaching Students to Play 

It is suggested that you introduce Words by demonstrating the game to small 
groups of students (four or five). Have the students gather around the computer 
and watch you play several rounds of Words with the Level 1 diskette. While you are 
playing, point out in a conversational manner what you are doing and why you are 
doing it. Then end the demonstration by choosing the End option, removing the 
diskette from the disk drive, and returning the diskette to its jacket. 

Your students are now ready to be given some general information about Con- 
struct-A-Word. 

1. Tell the students that there are ten diskettes in Construct-A-Word II. Show them 
where the diskettes are stored and how to read the labels. 

2. Point out that each diskette contains one level of Construct-A-Word. 

3. Explain that each level has two versions; one version is called Words, and the 
other version is called Time. 

Your students should also receive some basic instruction concerning how to turn 
on the computer and how to handle the diskettes. 

1. Show the students the exposed parts of the diskette (the parts not covered by the 
black casing) and tell them that these parts should never be touched. 

2. Explain that they should always return a diskette to its jacket after use. 

3. Explain that the diskette should be slid gently, never forced, into the disk drive. 
Demonstrate this by putting the Level 1 diskette into the drive. Point out that the 
door to the drive must always be closed while in use. 

4. Demonstrate how to turn on the computer (and the monitor if a separate button 
is required). Point out the in use light and tell the students that they should never 
move a diskette when this light is on. 

5. When the title appears on the screen, ask a student to read it to the group. 

Before starting the game, remind your students that Construct-A-Word has two 
versions. Explain that they will learn to play Words first. The following steps will 
help you teach your students how to play. 

1. If you are using a joystick, your screen should be offering the choice between 
Joystick and Keyboard. Move the flashing box to Joystick and register the 
choice. 

2. Demonstrate how to choose when Words and Time appear on the screen. Then 
demonstrate how to start the game when the start box appears. 
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3. When the gameboard appears, point out the following parts: 

• the timer which will keep track of how long it takes to play the game 

• the word box which has five slots to be filled with words made in the game 

• the three word beginnings (under the arrow) and the nine word endings which 
will be used to make the words 

4. Tell your students that the object of the game is to fill the word box with real 
English words. (Proper nouns are not to be used since there are no capital 
letters.) Explain that words can be made by combining any word beginning with 
any appropriate word ending. 

5. Demonstrate how a word is made. Point out the appearance of the word in the 
word box. Also, have the students note that the timer is counting forward. 

6. Have each student make one word. Encourage the students to experiment with 
the joystick (or keyboard) to get a feel for the scope of its movement. 

7. When the round is over, read the message that appears on the screen. Introduce 
the Score Sheet and show the students how to record the score. (Instructions for 
marking the Score Sheet can be found on page 11.) 

8. Demonstrate how to continue the program when Press to go on appears on the 
screen. 

9. Read the choice boxes and then choose Try to make more. 

10. When the gameboard appears on the screen, point out the new features: 

• the current time (ten seconds have been added) 

• the timer is now counting backwards 

• six slots in the word box 

• the same word parts but in a different order 

11. Play as many rounds as are necessary for each student to become comfortable 
with the procedure for making words. Play slowly during this learning phase, but 
try not to let the time run out before filling all the slots in the word box. At this 
point, the most important issue is for each student to get a feel for moving the 
asterisk around the board. Continue to mark the Score Sheet each time a new 
score appears on the screen. 

12. Have the students watch you play a round so you can demonstrate what hap¬ 
pens when you: 

• make a nonword. (Point out that the timer continues counting even when the 
board has disappeared from the screen.) 

• make the same word twice. 

• use the help keys. (Point out that these keys should be used whenever a player 
is unable to think of a word. Tell them that the timer stops counting while help 
is being given.) 

13. Play another round to demonstrate what happens when you run out of time. 
Pretend that you are having trouble thinking of enough words to fill the word 
box. In the process, review what happens when you repeat words, make non¬ 
words, and use the help keys. 

14. Read the feedback message and respond to the Press message. 

15. Read the choice boxes. Explain what Try to make fewer means. Select a student 
to choose Try to make fewer. When the board appears, point out that no extra 
time was added to the timer, and that there is one less slot in the word box. Have 
the student play this round. Then give each student a turn to play one complete 
round. Tell them that in order to learn how the program works, they should make 
the same word twice, make a nonword, and use the help keys during the round. 

16. Explain that the game ends automatically when the word box is filled with 
thirteen words, but that a player may choose to end the game earlier by choos¬ 
ing End at any point that the choice boxes appear. Once the game has ended, the 
student should: 

• turn off the computer and monitor. 
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• remove the diskette from the disk drive. 

• return the diskette to its jacket and proper storage place. 

When your students begin playing the Words version of Construct-A-Word on 
their own, have them start with Level 1 even though they were exposed to this level 
in the demonstrations. Once they have completed Levels 1 through 3, they may be 
taught the Time version. At this point, they should play Levels 1 through 3 of Time 
before going to Level 4. For Level 4 and each remaining level, they should play 
Words first and then play Time. 

Finally, do not overlook the very useful technique of encouraging students to 
help one another, not only in learning how to play the games, but also in sharing 
game strategy with one another. 


Using the Score Sheet 

Construct-A-Word II provides a blackline master that can be used to make copies 
of the Score Sheet. It can be used with a direct copier machine or to make a spirit 
master for use on a spirit or liquid-type process duplicator. It is suggested that you 
keep a supply of these Score Sheets on hand so your students will always have 
them available when they play Construct-A-Word. 

The Score Sheet is designed to permit students to keep track of their achieve¬ 
ment within each of Construct-A-Word’s ten levels. Each Score Sheet contains four 
bar graphs. Note that at the bottom of each graph 
is a box that says Date and Level. Each day a 
student plays Construct-A-Word, he or she 
should enter the date and level on a new graph. How¬ 
ever, students should use the same graph when 
they better their scores on successive games 
within the same level on the same day. Also note 
that there are two columns of boxes in each 
graph, one labeled Words and the other labeled 
Time. Students should fill in the column that cor¬ 
responds to the version that they are playing. As 
your students keep track of their progress, they 
simultaneously create a numbered file of their 
achievements throughout Construct- A-Word II. 

During the first round of Words in each level, 
students will be permitted as much time as they 
need to make five words. The screen will then indi¬ 
cate that, for example, 110 seconds have elapsed 
and instruct them to mark to box 5 on their Score Sheet, indicating that they have 
made five words. It is recommended that colored markers be used (preferably 
transparent colors to allow the numbers beneath to show through) to fill-in box 
numbers 1 through 5 in the Words column. The screen will invite students to make 
a greater number of words in the next round. If they are successful, the screen will 
instruct them to mark through the appropriate box number in the Words column. 
Play continues in this way throughout the program. 

It is not unusual for students to fail to make more words in subsequent rounds. In 
these cases, the Score Sheet is not marked, and students are invited to make fewer 
words in the next round. For example, after making five words in 110 seconds, a 
student may attempt to make six words in the next round. If, after time has elapsed, 
he or she has not made six words, the screen will read: Try to make fewer. At this 
point the student may attempt to again make five words. The effect of this feature of 
the game is that students may at some point succeed in making the same number 
of words as were made in a previous round. Again, in these cases, the Score Sheet 
is not marked. 
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For each level of Words, students may continue to play until thirteen words have 
been made in a single round. But the decision whether to attempt to play to that 
point is a function of a variety of factors such as computer time available to each 
student, the student’s wishes, and your understanding of the individual needs of 
your students. 

PLAYING TIME 

Adult Instructions 

The Time version of Construct-A-Word has many of the same features that you 
learned about when you learned to play Words. Therefore, the instructions that 
follow assume that you are already familiar with the Words version of Construct-A- 
Word. 

This diagram depicts a Time gameboard. Note that it looks exactly the same as a 
Words board with one exception: The word box at the right of the board always 
contains eight empty slots. 


o 




1 

ike 

oop 

ing 

b 

at 

ond 

oat 

fl 

ip 

ame 

ast 


The object of the game is to fill the word box with eight real English words (no 
proper nouns) made by combining any word beginning with any appropriate word 
ending. In subsequent rounds, the goal is to beat one’s best time for making the 
words. You are now ready to learn how to play Time. You will need the Level 1 
diskette and one copy of the Score Sheet. 

1. Insert the Level 1 diskette, close the door to the disk drive, and turn on the 
computer. 

2. If you are using a joystick, choose the Joystick option. 

3. When the screen offers you a choice between Words and Time, choose Time. 

4. Press the button on your controls to start the game. When the board appears, fill 
the word box. 

5. Follow the screen’s instructions for marking your Score Sheet. (Instructions for 
using the Score Sheet can be found on page 14.) 

The round you just completed established a base time against which you will 
compete on your next round. On your next round, the timer will count backwards 
beginning with your base time. You must fill the word box before time runs out. 
Remember, the object of this game is to beat your old time. 
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6. Press the button on your controls to continue play. Choose Try to do it faster, 
and play the next round. 

7. If the screen has instructed you to mark your Score Sheet, do so now. 

8. If you filled the word box before time ran out, the timer will count backwards 
beginning with your new time. If you wish, play another round on your own. 

9. If you did not fill the word box before time ran out, the timer will add five seconds 
to your old time and count backwards when the next board appears. If you have 
not failed thus far to fill the word box before time ran out, play another round on 
your own. In this round, allow time to run out before you fill the word box so you 
can experience this feature of the game. 

10. Continue play as before. It is recommended that you play several rounds. When 
you choose an End option, remove the diskette from the drive after the screen 
reads THE END. 

Note: Time features the same error and help capabilities as Words. 


Teaching Students to Play 

Words and Time have many features in common. Therefore, much of what was 
included under the suggestions for teaching your students to play Words has been 
omitted here. 

As in Words, students should be taught in small groups. The following sugges¬ 
tions concern only the differences between the two versions. 

1 . Insert the Level 1 diskette into the disk drive, choose Time, and start the game. 

2. Point out that the Time gameboard looks exactly the same as the Words board 
except that there are eight empty slots in the word box. Explain that this will 
remain constant in all rounds of the game. 

3. Tell your students that the object of the game is to fill the word box with eight 
real English words. Explain that on subsequent rounds they will try to fill the 
word box faster and faster. 

4. Have the students watch as you play the first round of Time. 

5. Read the feedback message and introduce the Time portion of the Score Sheet. 
Include the following points: 

• how to record a score 

• that fifteen seconds is the end point on the Score Sheet (Explain that making 
eight words in fifteen seconds is very difficult and that most players will not be 
able to make words that quickly.) 

6. Read the choice boxes and point out that: 

• on the next round the timer will be counting backwards as it did in Words, but 
in this game no extra time will be added. 

• the word box must be filled before the timer runs out. 

• the object of the game is to beat your old time. 

7. Choose Try to do it faster and play the next round without running out of time. 
Read the feedback message and mark the Score Sheet. 

8. Play another round, but this time allow time to run out before you fill the word 
box. Read the choice boxes and explain that on the next round five more sec¬ 
onds will be added to the timer. 

9. Choose Try to do it with more time and play the next round. While playing, 
demonstrate the features of Time that are common to Words: 

• making the same word twice 

• making nonwords 

• asking for help 

10. Mark the Score Sheet when instructed to do so. 

11. Continue playing a few more rounds of Time until all of your students seem to 
understand the differences between Words and Time. 
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Using the Score Sheet 

A general introduction to the Construct-A-Word Score Sheet can be found in the 
instructions for using the Score Sheet with the Words version. (See page 11.) It may 
be helpful to refer to this section before reading the instructions for using the Score 
Sheet with the Time version. 

When your students play Time, they race against their own best time while at¬ 
tempting to make eight words. After making eight words, a typical screen message 
is. Your time for 8 words is 25 seconds. Mark to box 25 on your sheet. In this case, 
the boxes numbered 80 through 25 in the Time column should be colored. Each 
time students “beat” their previous best time, the screen will congratulate them and 
indicate which box is to be marked next. To return to the previous example, should 
a student make eight words in 18 seconds in a subsequent round, he or she should 
mark boxes 20 through 18. As in Words, a student may fail to better his or her score 
in a subsequent round. When this happens, the Score Sheet is not marked. 

Notice on the Score Sheet that the boxes between 80 and 20 seconds are 
numbered in decrements of five. You should instruct your students that when they 
mark their Score Sheet, they should mark through the box which is the closest to, 
without going below, their actual score. For example, if a student completes a round 
in 27 seconds, he or she should color in the boxes through the box that says 30. 
Note also that two empty boxes are provided above the box for 15 seconds. 
Experience has shown that few players can make eight words in less than 15 
seconds, but if you have students who can “beat” this time, they can write their 
scores in the empty boxes. 


FINAL NOTE 

The goals of Words and Time are not simply making thirteen words, or making 
eight words in less than 15 seconds (though these are excellent achievements). 
Rather, the goal is to increase automatic word recognition. The limits marked on 
the Score Sheet should not be regarded as absolute goals for every student to 
achieve; they represent ranges within which you can expect the performance of 
most of your students to fall. Not every student will be able to achieve the upper 
limits on the Score Sheet. You should not be concerned about students who are 
unable to reach these goals. 

In the Rationale section of this manual, it was noted that practice is important. 

Although practice is extremely important, it is crucial to point out that many 
traditional practice procedures are inadequate in that they often address 
wrong or unimportant aspects of word recognition. While repetition is an 
important aspect of practice, repetitious drill in traditional formats is usually 
tedious and disliked by both students and teachers. What are clearly needed 
are motivating and reinforcing situations in which students engage in the kind 
of extended, individualized, supervised practice that builds the automaticity 
and richness of competence that is important for effective reading. Construct- 
A-Word responds to this need. 

Two principles can be suggested that you may find useful in making decisions 
about the “right” amount of practice to promote automatic word recognition for 
individual students. First, it should be kept in mind that a lot of practice on each 
level is a good thing, even if that means starting over later if a goal is not reached 
before a session ends. In truth, a student never really starts over. Students actually 
move on within a level, using, if unconsciously, the skills and information gained 
during previous sessions. Second, field testing of the Words version of Construct- 
A-Word indicates that total playing time per level for students who are progressing 
well should not be less than twenty minutes, even if this means practice must span 
several days. Aside from the obvious fact that twenty minutes will provide many 
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opportunities for practice, a shorter period of time will not permit a student whose 
practice on a level must span several days to first equal and then attempt to surpass 
his or her previous level of achievement. 

These general principles can best be understood within the context of the dis¬ 
cussion that follows. Obviously, they do not apply in the case of the student who 
quickly makes thirteen words in a single session. This student is ready to move 
directly to the corresponding Time version for that level. However, let us consider 
two other types of student performance that you may encounter in the Words 
version, and briefly discuss recommendations for each. 

First, consider the case of a student who makes between ten and twelve words in 
one session. This student should have the option of either playing the Words 
version for that level again or moving directly to the corresponding Time version. 
This decision should be based on your understanding of the individual’s need for 
practice on a particular level and his or her motivation for continuing play; a 
student who is driven to perfection at each level should be given an opportunity to 
achieve that goal if he or she is capable of it. 

Second, consider the case of a student who makes less than ten words during 
one session. This student should be directed to play at least one more session of 
Words for that level. After this session, you should use your best judgment 
concerning how many additional sessions the student should spend playing 
Words. Remember, it is not necessary to reach thirteen words in a level in order to 
experience a good deal of practice. 

When your students are ready for the Time version, they have achieved a certain 
facility recognizing that level’s words and will now engage in practice that will 
increase that facility. Experience has shown that approximately twenty minutes 
practice on Time for a single level is probably appropriate, but that some children 
enjoy playing past this point. It is therefore recommmended that you consider 
thirty minutes a maximum period of practice on Time. Beyond thirty minutes, you 
should be aware that the sole motivation for going on is simply to reduce the time 
by a second or two and that little additional benefit will accrue from such practice. 


Teacher Record Form 

Construct-A-Word II provides a black¬ 
line master that can be used to make cop¬ 
ies of the Teacher Record Form. It can be 
used with a direct copier machine or to 
make a spirit master for use on a spirit or 
liquid-type process duplicator. 

The record form is designed to allow you 
to keep important dates and scores on one 
convenient form. 

• Pretest Date—Enter each student’s 
name and the date when you administer 
the pretest. 

• Pretest Score—Enter each student’s 
score after you have scored the pretest. 

• Program Entry Date—Enter the date that each student begins Level 1. 

• Program Completion Date—Enter the date that each student completes Level 10. 

• Posttest Date—Enter the date that you administer the posttest. 

• Posttest Score—Enter each student’s score after you have scored the posttest. 

• Decoding Accuracy Gain Score—Subtract the pretest score from the posttest 
score to determine the decoding accuracy gain score. Enter this score on the 
record form. 
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Activity Sheets 

Two activity sheets are provided on blackline 
masters for each level in Construct-A-Worc/ II. 
These activity sheets are designed to supplement 
the software programs by providing practice 
away from the computer. One activity sheet in 
each level is entitled Making Words, and the other 
is entitled Using Words. 

Making Words provides the students with paper 
and pencil activities similar to the computer acti¬ 
vities. However, these activity sheets only focus 
on real words. The first part of the sheet directs 
students to make real words by selecting appro¬ 
priate word endings, and the second half directs 
them to make real words by selecting appropriate 
word beginnings. This format remains constant 
throughout all ten levels so that after you have 
introduced the Making Words activity sheets to 
your students, they should be able to continue 
through the levels independently. 

Using Words presents words in context. Again, 
the format remains constant so that students can 
work on these sheets independently. 

The answers to the activity sheets are provided 
in the Answer Key at the end of this manual. 




Keyboard Poster 

Construct-A-Word II provides a blackline mas¬ 
ter that can be used when your students are 
learning how to use the keyboard to operate the 
programs. After you have taught your students 
how to play Construct-A-Word, the Keyboard 
Poster may be used as a reminder when students 
are playing on their own. (If you are using a 
joystick to operate the programs, you will not 
need the Keyboard Poster.) 


CONSTRUCT 
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ANSWER KEY 


Level 1 

MAKING WORDS 

1. like, loop 

2. last, lip 

3. bike, bat 

4. fling, flat 

5. flip, float 

1 . 6 ,/ 

2. b, fl 

3. b, fl 

4. fl, I 

5. fl, I 

6. I, fl 

USING WORDS 
Across 

1. flat 

2. boat 

3. bat 

4. like 

6. loop 

Down 

1. float 

3. bike 

4. lip 

5. flip 

1. lame 

2. fling 

3. last 

4. flames 


Level 2 

MAKING WORDS 

1. clip, cling 

2. clean, clay 

3. chip, choke 

4. chin, chat 

5. lip, log 

6. lay, lean 

1. cl, I, ch (any two) 

2. cl, I 

3. cl, I 

4. cl, I 

5. cl, I 

6. ch, ch 

USING WORDS 
Across 

2. clay 

3. choke 

4. chin 

5. lack 

Down 

1. lay 

2. clean 
4. chat 

1. clip 

2. log 

3. chip 

4. lean 





Level 3 

Level 4 

MAKING WORDS 

MAKING WORDS 

1. pill, pen 

1. moist, maid 

2. pump, pot 

2. mash, meal 

3. pup, pat 

3. main, mean 

4. plank, plump 

4. torn, toast 

5. grill, grump 

5. time, tell 

6. greet, grime 

6. born, bash 

1 ■ P,gr 

7. boast, bean 

2. pi, p, gr (any two) 

8. bell, beet 

3. pi, p 

1. b, t 

4. pi, p 

2. b, m 

5. P, gr 

3. m, m 

6. pi, p 

4. b, t 

5. b, m 

USING WORDS 

Across 

6. b, t 

2. greet 

USING WORDS 

3. grill 

Across 

4. pen 

1. boast 

5. plane 

2. torn 

Down 

3. mash 

1. pot 

4. bean 

2. grime 

Down 

4. pup 

1. born 

1. grump 

2. toast 

2. pane 

3. mean 

3. pill 

1. bell 

4. pump 

2. tell 

3. moist 

4. meals 
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Level 5 

MAKING WORDS 

1. toast, teach 

2. taught, talk 

3. tall, torn 

4. walk, wall 

5. waist, wound 

6. coast, caught 

7. coach, count 

8. call, cash 

1 . c, t 

2. t, w 

3. c, t, w (any two) 

4. c, t 

5. c, w 

6. t, c 

USING WORDS 
Across 

1. waist 

2. caught 

4. tall 

5. taught 

Down 

1. wound 

2. call 

3. teach 

1. coach 

2. talk 

3. walk 

4. count 


Level 6 

MAKING WORDS 

1. sought, seam 

2. saint, sick 

3. beef, bought 

4. beast, beam 

5. fought, fair 

6. feast, faint 

7. field, fall 

1. f, b 

2. s, b 

3. f, s 

4. f, s, b (any two) 

5. b, s 

6. b, f 

USING WORDS 
Across 

1. fair 

2. feast 

3. beef 

Down 

1. faint 

2. field 

3. book 

1. bought 

2. fought 

3. sought 

4. beast 





Level 7 

MAKING WORDS 

1. house, hall 

2. hood, hill 

3. hair, hook 

4. lawn, leave 

5. spoon, spouse 

6. spill, spell 

1. h, sp, I (any two) 

2. h, sp 

3. sp or I, sp or / 

4. h, sp 

5. h or I, h or / 

USING WORDS 
Across 

1. hill 

4. spouse 

5. spool 

Down 

2. leave 

3. house 

4. spoon 

1. lawn 

2. hood 

3. spill 

4. hair 


teve/8 

MAKING WORDS 

1. world, wealth 

2. would, wound 

3. sheet, should 

4. sheep, shame 

5. feet, found 

6. foil, fame 

1. sh, w 

2. f, sh 

3. sh, w 

4. f, w 

5. f, sh 

6. sh, f 

USING WORDS 
Across 

2. wound 

4. world 

6. should 

7. feet 

Down 

1. would 

3. found 

5. shelf 

1. sheet 

2. shame 

3. sheep 

4. weep 
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Level 9 

MAKING WORDS 

1. punch, patch 

2. peace, poach 

3. round, roach 

4. ranch, room 

5. bunch, batch 

6. build, boost 

7. boom, boil 

1 . b, p 

2. b, p 

3. b, r 

4. r, p 

5. b or r, r 

6. b, p 

USING WORDS 
Across 

1. room 

2. poach 

3. batch 

Down 

1. ranch 

2. patch 

3. build 

1. punch 

2. bunch 

3. roach 

4. boom 


Level 10 

MAKING WORDS 

1 . prompt, priest 

2. proof, praise 

3. rail, roof 

4. root, raise 

5. taste, tough 

6. tail, teeth 

1 • r, pr 

2. r, t 

3. r, t 

4. r, pr 

5. r, t 

6. t, t 

USING WORDS 
Across 

1. rail 

2. proof 

4. teeth 

Down 

1 . roof 

3. raise 

4. tail 

1. taste 

2. rough 

3. root 

4. toot 
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WORD LISTS 

The following chart identifies each of the words and nonword syllables that can 
be made by combining the word beginnings and word endings in each of the levels 
in Construct-A-Word II. 


Level 1 

Level 2 

Level 3 

Level 4 

Level 5 

WORDS 

WORDS 

WORDS 

WORDS 

WORDS 

like 

clip 

pill 

moist 

toast 

bike 

chip 

grill 

maid 

coast 

loop 

lip 

pen 

mash 

teach 

fling 

choke 

pump 

bash 

taught 

bat 

chin 

plump 

torn 

caught 

flat 

clog 

grump 

born 

talk 

bond 

log 

greet 

meal 

walk 

boat 

chat 

pot 

teal 

coach 

float 

clay 

plot 

toast 

count 

lip 

lay 

pup 

boast 

tall 

flip 

clean 

grime 

main 

wall 

lame 

lean 

plank 

mean 

call 

flame 

clack 

pane 

bean 

wound 

last 

lack 

plane 

tell 

waist 




bell 


NONWORD 

NONWORD 

NONWORD 

NONWORD 

NONWORD 

SYLLABLES 

SYLLABLES 

SYLLABLES 

SYLLABLES 

SYLLABLES 

flike 

cloke 

plill 

toist 

woast 

boop 

loke 

plen 

boist 

weach 

floop 

cleb 

gren 

taid 

ceach 

ling 

cheb 

peet 

baid 

waught 

bing 

leb 

pleet 

tash 

calk 

lat 

clin 

grot 

morn 

toach 

lond 

lin 

plup 

beal 

woach 

flond 

chog 

grup 

moast 

tount 

loat 

clat 

pime 

tain 

wount 

bip 

lat 

plime 

bain 

tound 

bame 

chay 

pank 

tean 

cound 

bast 

chean 

grank 

mell 

taist 

flast 

chack 

grane 


caist 
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Level 6 

Level 7 

Level 8 

Level 9 

Level 10 

WORDS 

WORDS 

WORDS 

WORDS 

WORDS 

sought 

loon 

sheet 

punch 

priest 

bought 

spoon 

feet 

bunch 

prompt 

fought 

house 

world 

patch 

taste 

beef 

louse 

wealth 

batch 

rough 

fair 

spouse 

shelf 

build 

tough 

beast 

heave 

would 

poach 

rail 

feast 

leave 

should 

roach 

tail 

seam 

lawn 

wound 

roost 

proof 

beam 

spawn 

found 

boost 

roof 

saint 

hood 

weep 

poise 

root 

faint 

hill 

sheep 

room 

toot 

field 

spill 

foil 

boom 

praise 

book 

spool 

shame 

ranch 

raise 

sick 

hair 

fame 

peace 

teeth 


lair 




NONWORD 

NONWORD 

NONWORD 

NONWORD 

NONWORD 

SYLLABLES 

SYLLABLES 

SYLLABLES 

SYLLABLES 

SYLLABLES 

seef 

hoon 

weet 

runch 

riest 

feef 

speave 

shorld 

ratch 

tiest 

sair 

hawn 

forld 

puild 

rompt 

bair 

lood 

shealth 

ruild 

tompt 

seast 

spood 

fealth 

boach 

praste 

feam 

Mil 

welf 

poost 

raste 

baint 

hool 

felf 

roise 

prough 

sield 

lool 

fould 

boise 

prail 

bield 

spair 

shound 

poom 

toof 

sook 

hawl 

feep 

panch 

proot 

fook 

lawl 

woil 

banch 

taise 

bick 

spawl 

shoil 

reace 

preeth 

fick 


wame 

beace 

reeth 













LIMITED WARRANTY 


Developmental Learning Materials warrants this software product against de¬ 
fects in materials or construction for a period of six months. If, during that time, you 
cannot properly load or run the program, you may return it to DLM for a free 
replacement. Write DLM Customer Service, One DLM Park, Allen, Texas 75002. 

This limited warranty does not apply if the product has been damaged by acci¬ 
dent, abuse, or modification. 

Back-up and Replacement Copies 

You may purchase back-up copies or replacements for worn or damaged disk¬ 
ettes for $25.00 per copy. Write DLM Customer Service, One DLM Park, Allen, 
Texas 75002. 


The Construct-A-Word II programs for the Apple computers contain a high-speed operating system called 
Diversi-DOS™, which is licensed for use with these programs only. To legally use Diversi-DOS with other programs, 
you may send $30.00 directly to: DSR, Inc., 5848 Crampton Ct., Rockford, Illinois 61111. You will receive a Diversi- 
DOS utility disk with documentation. 

Apple Computer, Inc. makes no warranties, either express or implied, regarding the enclosed computer software 
package, its merchantability or its fitness for any particular purpose. 

Portions © Copyright, Microsoft Corportion, 1981, 1983. All rights reserved. 
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L5XX1 



CONSTRUCT 

A 

WORD II 

LEVEL 1 


Making 

Words 


Name 


Directions: Each row has a word beginning and three word endings. For each beginning there 
are two endings that will make real words. Write these two words on the lines at 
the end of the row. 


1 . 

1 

ike 

oop 

ing 

2. 

1 

at 

ast 

iP 

3. 

b 

ike 

at 

oop 

4. 

fl 

ing 

at 

oop 

5. 

fl 

ond 

ip 

oat 


Directions: Use the letters in the box to make real words. 


b fl I 


ike 

ike 

4. 

iP 

iP 

at 

at 

5. 

ame 

ame 

oat 

oat 

6. 

ast 

ing 


© 1984DLM 


L44B0 1/24 






























Using 

Words 


CONSTRUCT 
A 

WORD II 

LEVEL 1 

Name_ 

Directions: Use the word endings in the box to fill in the blanks so the sentences make sense. 
Then use the new words to solve the puzzle. 

at oat ike ip oop 

Across 

1. Is the land fl_or hilly? 

2. It is fun to sail in a b_ 

3. Lee saw a b_fly out of the cave. 

4. Do you I_to play baseball? 

6. First Street makes a wide I_around 

the school. 

Down 

1. Does a rock fl_or sink in water? 

3. Nina’s little sister can ride her b_ 

without training wheels. 

4. Betty bit her I_when she was 

eating lunch. 

5. Watch me fl_this coin. 

Directions: Read the words under each blank. Fill in the blanks so the sentences make sense. 

1. The horse could not run because it was_ 

like lame 

2. Dennis likes to_stones into the lake. 

fling flame 

3. Saturday is the_day of the week. 

last loop 

4. Pam and Cindy sat by the fireplace and watched the glowing_ 

flips flames 
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CONSTRUCT 

A 

WORD II 


LEVEL 2 

Name_ 


Making 

Words 


Directions: Each row has a word beginning and three word endings. For each beginning there 
are two endings that will make real words. Write these two words on the lines at 
the end of the row. 


1 . 

cl 

ip 

oke 

ing 

2. 

cl 

eb 

ean 

ay 

3. 

ch 

ip 

oke 

eb 

4. 

ch 

og 

in 

at 

5. 

1 

ip 

oke 

og 

6. 

1 

ay 

ean 

at 


Directions: Use the letters in the box to make real words. 


cl I ch 


1. 

ip 

ip 

4. 

ean 

ean 

2. 

og 

og 

5. 

ack 

ack 

3. 

ay 

ay 

6. 

oke 

in 
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Using 

Words 


CONSTRUCT 

A 

WORD II 

LEVEL 2 

Name_ 


Directions: Use the word endings in the box to fill in the blanks so the sentences make sense. 
Then use the new words to solve the puzzle. 


at ay ack ean in oke 


Across 

2. We made animals out of cl_ 

3. If you give the puppy that bone, he may 

ch_on it. 

4. George has a scratch on his ch_ 

5. The I_of food can make you sick. 

Down 

1. The baby ate lunch and then I_ 

down for a nap. 

2. One of Bud’s jobs is to keep his bedroom 

cl_ 

4. Kate and Sally had a long ch_on 

the telephone. 


Directions: Read the words under each blank. Fill in the blanks so the sentences make sense. 

1. I need a_to hold these papers. 

clip clay 

2. John’s family stayed in a_cabin in the woods. 

lay log 

3. My cup has a small_in it. 

chin chip 

4. Please do not_on me. 

lean lack 
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CONSTRUCT 

A 

WORD II 


LEVEL 3 

Name __ 


Making 

Words 


Directions: Each row has a word beginning and three word endings. For each beginning there 
are two endings that will make real words. Write these two words on the lines at 
the end of the row. 


1 . 

P 

ill 

en 

ime 

2. 

P 

ump 

ot 

eet 

3. 

P 

up 

ime 

at 

4. 

Pl 

ank 

ime 

ump 

5. 

gr 

ill 

en 

ump 

6. 

gr 

eet 

ime 

ank 


Directions: Use the letters in the box to make real words. 


pl P gr 


1. _ill _ill 

2. _ump ump 

3. _ot _ot 


4. _ane 

5. __en 

6. _ank 


ane 

eet 

up 
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Using 

Words 


CONSTRUCT 

A 

WORD II 

LEVEL 3 

Name_ 


Directions: Use the word endings in the box to fill in the blanks so the sentences make sense. 
Then use the new words to solve the puzzle. 


ane en eet ill ime ot up 



Across 

2. We will gr_our friends at the door. 

3. Father cooked the meat on the gr_ 

4. Juan bought a p_and pencil set 

for his mother. 

5. When you take your trip, will you go by 

train or pi_? 

Down 

1. Amy made a p_out of clay. 

2. I need some soap to wash the gr_ 

off of my hands. 

4. Ted’s new p_is named Rex. 


Directions: Read the words under each blank. Fill in the blanks so the sentences make sense. 

1. No one likes to be with a_ 

grime grump 

2. The window is missing a_ 

pane pen 

3. The doctor told Sharon to take one_after each meal. 

pill pump 

4. We used a_to fill the balloons with air. 

pup pump 


© 1984 DLM 


L44B0 6/24 










































Making 

Words 


CONSTRUCT 

A 

WORD II 

LEVEL 4 


Name 


Directions: Each row has a word beginning and three word endings. For each beginning there 
are two endings that will make real words. Write these two words on the lines at 
the end of the row. 


1 . 

m 

oist 

aid 

oast 

2. 

m 

ell 

ash 

eal 

3. 

m 

orn 

ain 

ean 

4. 

t 

oist 

orn 

oast 

5. 

t 

ime 

ell 

ean 

6. 

b 

orn 

oist 

ash 

7. 

b 

eal 

oast 

ean 

8. 

b 

ell 

ain 

eet 


Directions: Use the letters in the box to make real words. 


b m t 


ell 

ell 

4. 

oast 

oast 

ean 

ean 

5. 

ash 

_ash 

ain 

eal 

6. 

orn 

orn 
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CONSTRUCT 

A 

WORD II 


LEVEL 4 


Name 


Using 

Words 


Directions. Use the word endings in the box to fill in the blanks so the sentences make sense. 
Then use the new words to solve the puzzle. 


ash ean oast orn 



Across 

1. Another word for brag is b_ 

2. Susan hast_her new dress. 

3. Help me m-these potatoes. 

4. A b-is a vegetable. 

Down 

1. That tiny baby was b_last week. 

2. Mario likes to eat t_and jelly. 

3. Did you m-what you said to me? 


Directions: Read the words under each blank. Fill in the blanks so the sentences make sense 

1. Did you hearthe_ring? 

bell bean 

2. Jake likes to-scary stories. 

torn tell 


3. Kelly used a-rag to wipe off the table. 

moist mash 

4. It is important to eat three good__every day. 

means meals 
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Making 

Words 


CONSTRUCT 

A 

WORD II 


LEVEL 5 

Name_ 


Directions: Each row has a word beginning and three word endings. For each beginning there 
are two endings that will make real words. Write these two words on the lines at 
the end of the row. 


1. t 

2. t 

3. t 

4. w 

5. w 

6. c 

7. c 

8. c 


oast 

aught 

all 

alk 

aist 

oast 

oach 

each 


each 

alk 

aist 

oast 

ound 

aught 

ound 

all 


ount 

ound 

orn 

all 

oach 

alk 

ount 

ash 


Directions: Use the letters in the box to make real words. 


c t w 


oast 

oast 

4. 

aught 

aught 

alk 

alk 

5. 

ount 

aist 

all 

all 

6. 

each 

oach 
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Using 

Words 


CONSTRUCT 

A 

WORD II 


LEVEL 5 

Name_ 


Directions: Use the word endings in the box to fill in the blanks so the sentences make sense. 
Then use the new words to solve the puzzle. 


aist all aught each ound 



Across 

1. This belt does not fit around my 

w_ 

2. David c_a large fish. 

4. At_man opened the door. 

5. Sue’s mother t_her how to cook. 

Down 

1. The string was w_around a spool. 

2. What will you c_your new kitten? 

3. Will you t_me how to play? 


Directions: Read the words under each blank. Fill in the blanks so the sentences make sense. 

1. Brenda’s mother is the_of our ball team. 

count coach 

2. Chris has a parrot that can_ 

talk tall 

3. Patty and Jill took a_around the lake. 

walk wall 

4. How high can you_? 

caught count 
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Making 

Words 


CONSTRUCT 
A 

WORD II 

LEVEL 6 

Name_ 

Directions: Each row has a word beginning and three word endings. For each beginning there 
are two endings that will make real words. Write these two words on the lines at 
the end of the row. 

1. s eef ought 

2. s air aint 

3. b eef ought 

4. b aint east 

5. f eef ought 

6. f earn east 

7. f ield all 


earn 

ick 

air 

earn 

air 

aint 

oach 


Directions: Use the letters in the box to make real words. 


f s b 


east 

east 

4. 

ought 

ought 

earn 

earn 

5. 

ook 

ick 

aint 

aint 

6. 

eef 

air 
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CONSTRUCT 

A 

WORD II 

LEVEL 6 

Name_ 


Directions: Use the word endings in the box to fill in the blanks so the sentences make sense. 
Then use the new words to solve the puzzle. 


Using 

Words 


air aint east eef ield ook 



Across 

1. Tossing a coin is a f_way to 

decide who should go first. 

2. We will cook a turkey forthe Thanksgiving 

f_ 

3. Marge ate a roast b_sandwich. 

Down 

1. It was so hot that Rita thought she might 

f_ 

2. The cows were grazing in the f_ 

3. Lori met the woman who wrote this 

b_ 


Directions: Read the words under each blank. Fill in the blanks so the sentences make sense. 

1. Jane_a gift for her friend, Louise. 

bought beast 

2. The soldiers_a long battle. 

field fought 

3. The mother cat_a place to hide her kittens. 

saint sought 

4. The fairy tale was about a beautiful princess and an ugly_ 

beast bought 
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Making 

Words 


CONSTRUCT 

A 

WORD II 


LEVEL 7 

Name_ 


Directions: Each row has a word beginning and three word endings. For each beginning there 
are two endings that will make real words. Write these two words on the lines at 
the end of the row. 


1 . 

h 

ouse 

oon 

all 

2. 

h 

awn 

ood 

ill 

3. 

h 

air 

ool 

ook 

4. 

1 

awn 

ood 

eave 

5. 

sp 

oon 

ouse 

eave 

6. 

sp 

ood 

ill 

ell 


Directions: Use the letters in the box to make real words. 


h sp I 


1 . 

ouse 

ouse 

4. 

ood 

2. 

ill 

ill 

5. 

eave 

3. 

oon 

awn 




ool 

air 
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CONSTRUCT 

A 

WORD II 

LEVEL 7 

Name_ 


Directions: Use the word endings in the box to fill in the blanks so the sentences make sense. 
Then use the new words to solve the puzzle. 


Using 

Words 


eave ill ool oon ouse 



Across 

1. It is fun to ride a sled down a h_ 

4. My mother is my father’s sp_ 

5. Andy needs a needle and a sp_of 

thread to mend the hole in his shirt. 

Down 

2. When will you I_on your vacation? 

3. Bill’s h_is near the park. 

4. The baby eats with a small sp_ 


Directions: Read the words under each blank. Fill in the blanks so the sentences make sense. 

1. Trudy helped herfather mow the-- 

leave lawn 

2. Eddie wore a jacket with a_because it was raining. 

hill hood 

3. If you are not careful, you will_the milk. 

spool spill 

4. Paula has long black_ 

hair house 
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Making 

Words 


CONSTRUCT 

A 

WORD II 


LEVEL 8 


Name 


Directions: Each row has a word beginning and three word endings. For each beginning there 
are two endings that will make real words. Write these two words on the lines at 
the end of the row. 


1 . 

w 

orld 

eet 

ealth 

2. 

w 

ould 

elf 

ound 

3. 

sh 

orld 

eet 

ould 

4. 

sh 

eep 

ame 

oil 

5. 

f 

orld 

eet 

ound 

6. 

f 

eep 

oil 

ame 


Directions: Use the letters in the box to make real words. 


f sh w 


1 . 

eep 

eep 

4. 

ound 

ound 

2. 

ame 

ame 

5. 

eet 

eet 

3. 

ould 

ould 

6. 

elf 

oil 
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Using 

Words 


CONSTRUCT 

A 

WORD II 


LEVEL 8 

Name_ 


Directions: Use the word endings in the box to fill in the blanks so the sentences make sense. 
Then use the new words to solve the puzzle. 


eet elf orld ould ound 



Across 

2. View_the string around a stick. 

4. This globe is a map of the w_ 

6. You sh_always do your best work 

7. A horse’s four f_are called hoofs. 

Down 

1. Whatw_you like to do today? 

3. Jan f_a dime on the sidewalk. 

5. Please put the book on the sh_ 


Directions: Read the words under each blank. Fill in the blanks so the sentences make sense. 

1. Can you lend me a_of paper? 

sheet should 

2. It is a_that you cannot go with us to the beach. 

shame shelf 

3. When Lucy visited the farm, she helped feed the_ 

sheet sheep 

4. Jenny was so sad that she started to_in school today. 

weep wealth 
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Making 

Words 


LEVEL 9 

Name_ 


CONSTRUCT 

A 

WORD II 


Directions: Each row has a word beginning and three word endings. For each beginning there 
are two endings that will make real words. Write these two words on the lines at 
the end of the row. 


1. p 

2. p 

3. r 

4. r 

5. b 

6. b 

7. b 


unch 

eace 

ound 

anch 

unch 

oise 

oom 


uild 

oach 

oach 

oise 

oach 

uild 

eace 


atch 

oost 

eace 

oom 

atch 

oost 

oil 


Directions: Use the letters in the box to make real words. 


b r p 


unch 

unch 

4. 

oach 

oach 

atch 

atch 

5. 

oost 

anch 

oom 

oom 

6. 

uild 

eace 


© 1984 DLM 


L44B0 17/24 































CONSTRUCT 

A 

WORD II 

LEVEL 9 


Name 


Directions: Use the word endings in the box to fill in the blanks so the sentences make sense 
Then use the new words to solve the puzzle. 


anch atch oach oom uild 


Using 

Words 


Across 

1. There is only r_for six more 

people on the bus. 

2. One way to cook an egg is to p- il 

3. Donna and Kevin made a b-of 

cookies. 

Down 

1. Karen’s uncle lives on a big r- 

2. My mother sewed a p-over the 

hole in my pants. 

3. It is fun to b _castles in the sand. 


Directions: Read the words under each blank. 


1 . 

We drank 

and ate cookies at 



patch punch 

2. 

A 

of grapes was in the bowl. 


bunch 

build 

3. 

A 

is an insect. 


roach 

ranch 


4. When Bonnie hit the drum, it made a loud 


Fill in the blanks so the sentences make sense, 
the party. 


room boom 
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Making 

Words 


CONSTRUCT 

A 

WORD II 


LEVEL 10 

Name_ 


Directions: Each row has a word beginning and three word endings. For each beginning there 
are two endings that will make real words. Write these two words on the lines at 
the end of the row. 


1. pr 

2. pr 

3. r 

4. r 

5. t 

6. t 


ompt 

oof 

ail 

oot 

aste 

ail 


iest 

ough 

eeth 

aise 

oof 

aise 


aste 

aise 

oof 

ompt 

ough 

eeth 


Directions: Use the letters in the box to make real words. 


r pr t 


oof 

oof 

4. 

aise 

aise 

ail 

ail 

5. 

ough 

ough 

oot 

oot 

6. 

eeth 

aste 
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CONSTRUCT 

A 

WORD II 

LEVEL 10 

Name_ 


Directions: Use the word endings in the box to fill in the blanks so the sentences make sense. 
Then use the new words to solve the puzzle. 


Using 

Words 


ail aise eeth oof 



Across 

1. Hold onto the r_when you go 

down the stairs. 

2. The policeman asked Nate for pr_ 

of his age. 

4. The dentist cleaned my t_ 

Down 

1. Carol’s house has a leak in the r_ 

3. Every morning at camp, we r_the 

flag and sing a song. 

4. Jan’s cat caught his t_in the door. 


Directions: Read the words under each blank. Fill in the blanks so the sentences make sense. 

1. Jay likes to_new foods. 

taste teeth 

2. Bob used sandpaper to smooth the_board. 

rough raise 

3. You cannot see the_of this plant because it is underground. 

roof root 

4. June’s baby brother likes to_on his toy horn. 

toot teeth 
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CONSTRUCT 

A 

WORD II 


SCORE SHEET 

Name_ 



15 


16 


17 


18 


19 

13 

20 

12 

25 

11 

30 

10 

35 

9 

40 

8 

45 

7 

50 

6 

55 

5 

60 

4 

65 

3 

70 

2 

75 

1 

80 

Words 

Time 

Date 

Level 




15 


16 


17 


18 


19 

13 

20 

12 

25 

11 

30 

10 

35 

9 

40 

8 

45 

7 

50 

6 

55 

5 

60 

4 

65 

3 

70 

2 

75 

1 

80 

Words 

Time 

Date 

Level 




15 


16 


17 


18 


19 

13 

20 

12 

25 

11 

30 

10 

35 

9 

40 

8 

45 

7 

50 

6 

55 

5 

60 

4 

65 

3 

70 

2 

75 

1 

80 

Words 

Time 

Date 

Level 




15 


16 


17 


18 


19 

13 

20 

12 

25 

11 

30 

10 

35 

9 

40 

8 

45 

7 

50 

6 

55 

5 

60 

4 

65 

3 

70 

2 

75 

1 

80 

Words 

Time 

Date 

Level 
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TEACHER RECORD FORM 


























CONSTRUCT 

A 

WORD II 


PRETEST/POSTTEST 


Name 


Score 

Date 


1 . 


2 . 


3. 


4. 


5. 


last 

6. seast 

11. bond 

16. bought 

lame 

sought 

boad 

baint 

loop 

sield 

bast 

bield 


clay 

7. spouse 

12. chean 

17. spawl 

clog 

speave 

chen 

spawn 

clip 

spair 

choke 

spame 


plane 

8. world 

13. pleet 

18. wealth 

pane 

would 

plime 

wield 

plot 

wound 

plim 

weast 


coast 

9. peace 

14. moist 

19. boise 

count 

poise 

most 

beace 

caught 

praise 

mash 

boach 


beal 

10. roach 

15. tount 

20. prompt 

bean 

rough 

taught 

praste 

bain 

roost 

tound 

priest 
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CONSTRUCT 

A 

WORD II 


KEYBOARD POSTER 

Name_ 


Apple lie 


Press for Help 



Make Choice or 
Move Ahead 


To move the * (asterisk) or the selector box, press any letter key. 


Note: The same keys will operate the programs on an Apple II+. 
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